VICTORIAP 


(THE ‘MEGAGAME 


“PLAYER CROLES 


Union Leader 

Union leaders are the representatives of the people. They determine where manpower is 
allocated. Capitalists, aristocrats and Generals are constantly looking to get access to the 
manpower pool these players represent. Laws can overrule their decisions though. Each 
round they can recover a certain amount of manpower by spending resources. 


Capitalists 

Capitalists seek to make the most money. They build factories, trade input and output goods, 
and try to encourage union leaders to attribute workers to their factories. They will drive 
innovation and develop their countries from agrarian based economies to fully industrialized 
ones. 


Aristocrats 

Aristocrats are landowners who want to reap a profit of said land. They try to convince Union 
leaders to have workers work their estates to generate resources they can sell. Aristocrats 
represent the old elite that still holds most of the power at the beginning of the game and they 
will need to maneuver the tide of time carefully to not lose it. 


<POLITICAL AND “MILITARY “OFFICES 

Some players may hold political offices in addition to another role they have. These rolls come 
with additional duties and privileges. Who holds a political office can change during the game 
but at the start most countries will be ruled by aristocrats. 


Head of state 

The head of state is the holder of sovereign power within a country. This can be a single person 
in the form of a monarch or a president or a group like a parliament. A country's current 
government form is determining the sovereign. The Head of state can change internal laws 
and is in general the last instance of decision making within their country. The head of state 
appoints all political roles. 


Foreign Minister 
The foreign minister is the representative of their state on the international stage. They are the 
leader of the diplomatic corps and negotiate treaties with other countries. They attend the 
Concert of Europe and maneuver international politics to the benefit of their state. 

Lorem ipsum 
Ambassador 
Ambassadors report to the foreign minister and support them in maintaining international 
ties or represent them in the Concert of Europe. 


Minister of the Interior 

The minister of the interior is responsible for the development of the state as a whole and the 
implementation of laws. They collect taxes owed to the state from control or players. They 
might be a force of holding up the state of things by trying to suppress revolutionary elements 
within a country or be the driver of said change through technological and social means. 


Minister of War 

The minister of war is the head of all military players. They will grease the wheels of the civilian 
economy to make sure the military has what it needs. They also act as an oversight for 
ambitious generals. 


Head of the Navy 
All admirals report to the head of the navy. They collect any resources produced by owned 
colonies and make sure the fleets are up to their tasks. 


General 

Generals are the strategic and logistic heart of an army. They control the army and make sure 
to supply them with the resources in form of manpower and supplies they need to achieve their 
objectives. They represent the military in matters of domestic politics and report to the minister 
of war. In some cases the general and the Minister of War are the same player. 


Admiral 

Admirals control the fleets. They report to the head of the navy. They will secure new colonies 
and make sure trade is flowing even during war while establishing blockades against enemy 
nations. In some cases the admiral and the Head of the Navy are the same player. 


ROUND 
A round represents one in game year. It is broken up into two phases during which different 
game mechanics are in the focus. 


Domestic phase 

During the domestic phase all members of the state have a chance to engage in internal politics 
and diplomacy. It is mandatory to attend this. No communications with members of other 
states are allowed during this time. 

Use this time to secure manpower for your factories, estates or military, set your political goals 
on the agenda. It is during this phase that elections are held if applicable and new laws ratified. 
The domestic phase takes 10 minutes. 


International Phase 

During the international phase all players are free to chat with their countrymen or other 
players. This is the time to trade on the international stage or progress territorial ambitions. 
The international phase takes 20 min. 


Things that happen during the Things that happen during the 

domestic phase: international phase are: 

- Elections - Construction of new Factories 

- Ratifying new Laws - Allocation of Manpower to Factories and Land 

- Taxes are collected - Trading 

- Factories and Land produce - Colonial Actions 

- New Man Power is Created - International Diplomacy and The Concert of Europe 


- Naval actions 

- Military actions 

- Research 

- Upgrading Factories and Land 


“POLITICS AND -CONSTITUTIONS 


Each country has a constitution in the form of a sheet of paper noting the most important laws. 
It will state the following things: 


Government Form 
- Absolute monarchy 
- Constitutional Monarchy 
- Republic 
- Other 


Voting rights 
- No voting rights 
- By Land 
- By wealth 
- General Suffrage 


Freedom of Citizens 
- Serfdom 
- Free 


Draft 
- No Draft 
- Basic Draft 
- Extensive Draft 
- Full Mobilization 


Tax 
- Land tax 
- Corporate Tax 
- Union tax 


Government Form 

The government form determines who is the nation's sovereign. In an absolute monarchy that 
role falls to the monarch, in an constitutional monarchy part of the power is shared with the 
parliament and in a republic the parliament holds all power. In game terms this changes who 
can make policy decisions or implement new laws. When the monarch and parliament share 
power as in a constitutional monarchy, the parliament can veto any decisions taken with a 
majority vote. 


Voting rights 

If the constitution of a country calls for the election of a parliament or other public offices the 
voting right laws determine who can vote and how many votes they are getting. By land means 
each landowner gets one vote for each state they own in the country. This only applies to 
domestic land holders. Foreign landowners can’t vote. By wealth means that landowners and 
capitalists get a vote for each three pounds they are holding at the point of vote.General 
suffrage means that each player gets to vote. Union leaders get one vote for each raised 
manpower the turn they are voting, generals one vote for each manpower under their 
command and admirals one vote for every ship they control. 


Freedom of Citizens 

If serfdom is still applicable in your country all manpower needs to be assigned to land. If all 
land has manpower assigned to it and unspent manpower is still available they can be 
attributed to factories. Once the populous is freed, union representatives can assign manpower 
freely between land, factories and the military. 


Elections 

If elections are required per the constitution of the government they are held every four turns. 
If a government changes to a form that requires elections, elections are held for the first time 
in the domestic phase one turn after the change was made. 


Parliament 

A parliament consists of 5 players that were elected by the players of the nation. The 
Parliament can vote on motions brought forward by the head of state or its members. Laws 
come into affect immediately if not stated otherwise by the sovereign. 


Draft 

The draft determines how many manpower meeple need to be handed over to a general by the 
union leaders each round. No draft means none, light draft one, extensive draft two and full 
Mobilization half of their manpower meeples each round. 


Tax 

Each round the government can require its subjects to pay taxes. Multiple taxes can be in place. 
The land tax requires each landowner to pay one pound, the corporate tax, each capitalist and 
the union tax, each union leader. If the government wants to introduce higher taxes they are 
free to do so through laws. 


“DIPLOMACY 


To further a nation's imperial ambition or promote peace on the global stage countries need to 
employ the tool of diplomacy. Since the end of the Napoleonic wars the world has been 
governed by a system called the Concert of Europe. It is designed to balance the European 
powers against each other and prevent war. It provides a forum to propose diplomatic 
initiatives and reach a consensus between all nations. 


Diplomatic Proposals 

During the domestic phase countries can prepare diplomatic proposals. This is done by filling 
a diplomatic proposal sheet with the proposed motion. At the start of the international phase 
the proposal then needs to be given to the umpire leading the Concert of Europe. Proposals can 
be anything, from demands of territory or government changes to disarmament agreements. 
There can be only one proposal per country each turn. 


Neutral Countries in Europe 

To take control of a neutral nation in Europe a claim needs to be made in the concert of europe. 
If the claim is successful the neutral nation will now be part of the player country which 
claimed it. This means it will contribute resources in the same fashion as colonies do. The 
country integrating the nation places one of its tokens on the country to signal ownership. The 
naval map will also show which resources are produced by the country. 


The Concert of Europe 

During the international phase the foreign ministers and ambassadors of each country will 
meet to engage in international politics. Diplomatic controle will read out all the proposals they 
received this round and place them on the Concert of Europe table. After that is done players 
can commit their support or oppose a proposal by placing their control marker in the 
appropriate section of the proposals they want to engage with. A country does not have to 
place a marker if it wants to stay neutral. 

A nation can always withdraw its support until the end of the international phase but can only 
add their marker until one minute before the end of the phase. If both support and opposition 
are having countries supporting them at the end of the international phase, war breaks out 
between both factions. If the support faction stands alone the proposal passes but if the 
opposition stands alone the proposal is denied. 


“ECONOMICS 


There are three factors of production in this game: land, labor and capital. 

Land is represented by the provinces that produce goods, capital by the factories and their 
input resources and labor by the manpower allocated to factories and land. To grease the 
wheels of the economy money in denominations of one, three and five is used. 


Land 

Land is owned by individual players in the form of states. Each state can produce different 
resources if upgraded appropriately. To produce that resource one manpower needs to be 
assigned to the state. Then during the domestic phase the worker will be replaced by the 
appropriate amount of resources by an umpire. 

Land can be sold between players freely. If a forein player acquires land it doesn't become part 
of their country but they can reap the economic benefits of it. 


Capital 

Capitalists can build factories. Factories are built in a specific state by placing the appropriate 
card there. Then if the input resource and manpower requirements are fulfilled during the 
domestic phase the input resources and manpower are removed and replaced with the output 
resources by an umpire. 


Labor 

Labor is a key ingredient in producing anything in this game. The Union Leaders distribute the 
manpower they command across land and factories. They can ask for compensation to do so. 
Once manpower has been allocated it can't be taken away again except by an umpire during 
the domestic phase. 


Trading 

A lot of actions in the game require resources. To get resources they need to be either produced 
or traded from someone who produced them. Trades can include anything but must be agreed 
on by both parties. The parties are responsible for enforcing the trades. 


Manpower 

To get more manpower Union leaders can spend resources. The more manpower is supposed to 
follow them the more they need to offer starting with simple food up to luxury furniture or 
clothes. Controle will have a chart showing the costs for each manpower unit. During the 
international phase union leaders place resources on the manpower sheet. These will be 
converted into manpower meeple by controle and can be picked up at the beginning of the next 
international phase. If a union leader still has man power meeples left over at the end of the 
international phase they must pay one food for every three man power meeples they hold 
rounded up. 


Resources 

All resources in the game are produced by the players themselves. Either by mining or farming 
land, by manufacturing in a factory or colonization. 

The resources available are: 
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Upgrading land 

Land can be upgraded up to three times without research and three more times with the 
appropriate research. An upgrade can improve food, animal product or wood production. Ore 
can only be upgraded if an ore upgrade already exists in the state. For each upgrade the land 
produced one additional resource of that kind when manpower was assigned to it during the 
domestic phase. Each upgrade costs one ore, one wood and an animal product. You need to 
spend an additional resource for each existing upgrade in the state. That means if the state 
produces two food and two animal products and the landowner wants to upgrade it with an 
additional wood production, they need to spend one ore, one wood, one animal product and 
four resources of their choosing. 


1 Silk 


Building factories 

To build a factory a capitalist needs to spend an ore and two wood by giving it control. They 
can then choose what kind of factory they want to build and receive the appropriate card. They 
can place this card in any province of their nation or on land they control in other nations. They 
do not need permission from the person owning the land. Once built it can not be moved, 
except if it is destroyed. 


Upgrading Factories 

Factories can be upgraded if a nation has acquired the necessary research. To upgrade a factory 
the owning capitalist needs to spend one wood and one ore for each level they want to upgrade 
too. That means upgrading from level one to two costs two wood and two ore, from three to 
four three would and three ore. 

Once the resources are paid, change the face of the card to the appropriate direction and side. 
If upgrading from one to two, turn the factory 90 degrees. If changing from two to three flip the 
card to the picture on it is aligned north. If upgrading from three to four, turn the card again by 
90 degrees. 


Research 

The minister of the interior can invest in research. At the start of the game they will be given a 
sheet that lays out all research options available to them. The minister can invest in as many 
research fields in parallel as they want and can afford. Each box needs to be checked from left 
to right, when a box is filled with a research breakthrough attached to it unlocks that 
technology. Each level costs one manufactured good. The red boxes cost an additional luxury 
good. To Check a box give the required resources to controle. 


THE ‘NAVY 


The Navy is a crucial tool to secure trade routes to one's colony and cut off the ones of opposing 
empires. It is also a way to acquire overseas territories. The Navy contains two unit sizes: 
individual ships and Fleets. Fleets are always located at a sea note on the naval map. 

The Naval map shows shipping routes that connect different sea nodes. Fleets can be stationed 
at these notes. Any Note that is adjacent to a nation is considered a home node for that nation. 
Nations might have multiple home nodes across the world or share nodes. If the adjacency of 
a node is not clear, ask controle and they will clarify. 


Ships 

Individual ships are what will determine the outcome of the battles. They will be deployed and 
controlled by an admiral during these battles to hopefully destroy the enemy fleet. Each ship is 
represented with a card that also shows its stat lines of engines, guns and hull. 


Ship Building 

The head of the navy can build new ships and assign them to fleets. To build ships they need 
to go to military control and exchange the resources required for the ship they want to build. 
Ships are customizable. A ship can have a maximum of five points spent on its hull, guns and 
engine at the beginning of the game. Research may up that number. For each point spent the 
ship costs one ore and an additional cannon for every point spent on guns. Canons of higher 
level count as that many points. Not all points need to be spent but a minimum of one point 
needs to be spent on the engines. Each ship also costs one manpower. 


Fleets 

Fleets are represented through fleet tokens that are numbered on the navel map. Each fleet 
contains any number of ships. To organize which ship belongs to which fleet the Navy is 
provided with a box containing numbered dividers corresponding to the numbered tokens. 

To add new ships to an existing fleet the fleet needs to be in a home node. To exchange ships 
between two fleets the fleets need to be at the same node. This adding or exchanging ships 
does not count as an action. 


Naval actions 

During the international phase an admiral can perform two of the following actions for each 
fleet. To show that a fleet has already taken its actions lay the marker on the side. At the start 
of the next domestic phase they will be turned up again. Each action taken by a fleetone Ore 
that needs to be handed to controle. The actions are to move, scout, repair, intercept enemy 
fleets, blockading. 


Move 

You can move a fleet with this action to any sea node on the naval map. During a move a 
hostile fleet may intercept the moving fleet if it occupies a sea node that would be passed by 
the moving fleet on its way to its target. If there are multiple ways to get to the target it is 
assumed the fleet takes the shortest route. If there is still a tie the admiral moving the fleet 
decides which route to take. In case the admiral wants to take a longer route they can do so by 
paying an additional Ore. 


Scout 

To create a colony first a suitable area needs to be scouted by a country's Navy. To scout colony 
spots an admiral needs to use a fleet with at least one ship in it under their command to scout 
one of the available spots neighboring the sea node the fleet is at. The admiral can then look 
under the card belonging to that spot. It will show the resource the colony produces, the cost 
of purchasing the land and the rough strength of its owners’ military. 


Repair 
Ships in a fleet can be repaired if they are ina home node. The repairing admiral needs to spend 
one ore to remove one hit from a ship. 


Intercepting another fleet 

If a fleet is passing, is passed or staying in the same sea node as another fleet it can try to 
intercept that fleet. To do so the admiral of the fleet trying to intercept announces their 
intention and rolls a 6 sided dice if the result is lower or equal to the engines of the lowest ship 
in the intercepting fleet minus the lowest engine value of the slowest ship in the intercepted 
fleet the interception is successful and a naval battle occurs. If a fleet is blockading they can be 
intercepted without rolling a die. 


Blockading 

If two nations are at war they can decide to blockade each other's trade routes. Fleets can 
blockade all colonies that do not draw a connection between them and a home node of the 
blockaded nation. The head of the Navy can not collect any resources from blockaded colonies. 
To show that a fleet is blockading, turn its marker upside down. 

Fleets can also blockade home nodes of enemy countries. Each turn a home node is blockaded 
the defending nation will lose one man power for each union leader and the besieging fleet 
takes two hits that are allocated by its admiral from coastal batteries. Only one home node of 
each country can be blockaded at the same time. 


-COLONIES 


Colonies are overseas territories that supply empires with resources to further their agenda. 
Each colony provides a free resource to the state that holds the colony. Each colony shows 
which resource is provided. The resources are placed on the colony during each domestic phase 
and can be taken by the head of the navy of the controlling state if they have a clear shipping 
route to their home country. 


Creating a Colony 

A colony can be created by military conquest or trading with the native population after a 
suitable spot has been scouted. The trade requires the admiral to simply hand in the resources 
depicted on the colony card to controle for purchase of land required to set up a colony. 

To conquer a colony, troops need to be deployed. Controle will set up a battlemap, deploy the 
defender's troop and control them in this fight. A general is still controlling the troops so they 
need to agree on the invasion. Invasions are risky as many lives might be lost, if not to the 
defenders but to sickness. A Colonial fight only takes one turn. 

Once a colony is created you can flip the colony card and place your marker on it to show who 
it belongs too. 


Colony satisfaction 
It is up to controle to interpret how colonies are treated. If they feel that an uprising might be 
justified it might happen. 


THE ‘MILITARY 


If negotiations in the concert of Europe break down, war might be the result. During war both 
sides will contribute men and arms to determine the winner. Arms must be acquired from 
capitalists who produce them in their factories while manpower meeples need to be acquired 
through union leaders of their country. The transfer of weapons and manpower from civilian 
players to military players can be negotiated but if the state is in dire need a draft might be 
implemented. 


Army upkeep 

A standing army is not cheap. Each round every three manpower meeples rounded up held by 
a general require one food. If the food isn't paid, manpower meeples need to be returned to 
control until the food requirements are met. 


Battlemat and deployment 

Once war breaks out control will lay out a battle map which will be used to compare the 
respective armies strength. The diplomatic proposal that led to war needs to be given to 
control. It will be used to track war exhaustion. This happens during the next international 
phase following the declaration of war. 

The battle map has spaces for manpower meeples and arms cards. Arms cards can only be 
placed if accompanied by a manpower meeple to use said arms. Both players distribute their 
meeples and arms at the same time. Small arms can only be equipped in the respective front 
line and cannons in the back row. All arms are placed face down first and only revealed after 
both players have finished their deployment. All generals have decoy cards to bluff their 
opponent. These can also only be played if a manpower meeple is supporting them. If multiple 
countries are involved in the war on one side all participating generals can contribute to the 
deployment. 


Resolution 

After the deployment both sides count up the value of their side. The higher value wins. Each 
manpower meeple in the front row is contributing one to its sides score. Each small arm is 
contributing the number on its card. Each cannon in the back is contributing its value as well 
but manpower meeples in the back do not count. Move the warexsaution marker towards the 
losing side by the difference in the scores. 


Casualties 

After resolution the loser of the battle loses as many manpower meeples that were deployed on 
the battle map as the difference in strength to a maximum of five. The attacker then loses half 
as many rounds. If it is a tie both sides lose two meeples. All used weapons are returned to 
control and all decoy cards are returned to their owners. 


End of a war 

A war does not end by winning battles but by negotiations or warexhaustion. To end a war all 
participants need to agree on peace terms, although individual nations can be peaced out. 
Settlements can take any kind of form. If one side reaches zero on the war support track it loses 
automatically and the initial proposal is either carried or dismissed. If one side does not deploy 
troops the war support for that side is considered zero. In case there is no peace the war 
continues in the next international phase with a new deployment of troops. 


Rebellion 

Members of a nation can rebel against their government. To do this they need to get on good 
terms with the people. In a rebellion union leaders can provide manpower from their pool to the 
rebel army. They can be equipped with any weapons that are held by rebel players. The army 
will always defend the current government. That means that if a general rebels their army 
needs to be given to the Sovereign of their nation. 


“PRESTIGE 


The Victorian Age was a world of rivalry between states and individuals. Many famous 
expeditions were competing to reach their stated goals before their opponents. Players can 
invest into these expeditions. In most cases these projects won’t have an immediate effect on 
the game itself but will influence how players and nations are perceived by their peers. 


Expeditions 

Each Aristocrat starts the game with a sheet that lines out the available expeditions. It shows 
a progress bar that needs to be completely filled to reach its goal. To further progress in an 
expedition a player can spend a manufactured good by giving it to economic control who will 
then mark the progress on the individual's expedition sheet. Luxury goods are worth three 
steps. 


-COST SOVERVIEW 


FACTORY 
FACTORY “UPGRADE 


LAND “UPGRADE 


CRESEARCH 


“EXPEDITION PROGRESS 


cSHIP CONSTRUCTION 


cSHIP ACTION 


cSTORING MANPOWER 


2. WOOD, {SORE 
1 WOOD, 1 SORE PER LEVEL 


1 SVOOD, 1 SORE, 1 ANIMAL “PRODUCT PLUS 
ONE RESSOURCE PER EXISTING LEVEL 


1 “MANUFACTURED “GOOD PER NORMAL LEVEL, 
1 “LUXURY «GOOD PER RED LEVEL 


1 “MANUFACTURED “GOOD PER LEVEL 


1 SORE PER POINT SPENT PLUS 
1 LEVEL OF <CANONS PER GUN POINT 


1 SORE 


1 FOOD PER THREE MAN POWER ROUNDED UP 


